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* NOTICES * 



Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

1. This document has been translated by computer.So the translation may not reflect the original precisely. 

2. **** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 

CLAIMS 

[Claim(s)] 

[Claim 1] The game cassette system characterized by having the following requirements. 

(b) Have a main part of a cassette possessing the primary storage the master data of a game is remembered 

to be. 

(b) The aforementioned main part of a cassette should have a reading means to read the optical 
identification code concerned on the record medium which recorded the auxiliary data of the 
aforementioned game by optical identification code. 

DETAILED DESCRIPTION 

[Detailed Description of the Invention] 
[0001] 

[Industrial Application] this invention relates to the game cassette system which memorized the data of a 

game. 

[0002] 

[Description of the Prior Art] In the conventional game machine, it can be equipped now with various game 
cassettes free [ attachment and detachment ], it can equip with a desired game cassette, and a game can be 
enjoyed. Inside the above-mentioned game cassette, if semiconductor memory is provided as a storage 
which memorized the content of a game and a game machine is equipped with a game cassette, data will be 
read in semiconductor memory based on control of the microcomputer by the side of a game machine. A 
game will advance based on the data read in this semiconductor memory. 
[0003] 

[Problem(s) to be Solved by the Invention] however, the case where it asks for other games since only the 
specific content of a game is recorded on the semiconductor memory built in the conventional game 
cassette - being concerned - others - the game cassette possessing the semiconductor memory which 
recorded the content of a game itself newly had to be prepared, and it had the trouble that the costs spent 
in order to perform a game will become high Moreover, when change is added to the content of a game or a 
game is newly developed, it is necessary to make the content of the game concerned record on the 
semiconductor memory which is a record medium. Thus, when making data record on semiconductor 
memory, the facility of exclusive use for record had the trouble of requiring a suitable period, required. 
[0004] Even if this invention is the case where the same main part of a game cassette is used, without 
having been made in view of the above-mentioned technical problem, and newly purchasing the whole 
game cassette, it aims at offering the game cassette system which enabled it to enjoy games various by the 
low cost by constituting so that the content of a game can be easily changed by the simple method, without 
spending costs. 
[0005] 

[Means for Solving the Problem] The 1st means which this invention offers in order to attain the 
above-mentioned purpose equipped with and constituted the requirements shown below. That is, have a 
main part of a cassette possessing the primary storage the master data of a (b) game is remembered to be. 
(b) The aforementioned main part of a cassette should have a reading means to read the optical 
identification code concerned on the record medium which recorded the auxiliary data of the 
aforementioned game by optical identification code. 
[0006] 

[Function] The means which this invention offers has a main part of a cassette, and this main part of a 
cassette possesses the primary storage which memorized the master data of a game. Moreover, the various 
games which were rich in change by the low cost can be enjoyed, without spending costs on the main part 
of a cassette concerned by exchanging only cards, since the auxiliary data of a game can be easily 
incorporated by reading the optical identification code which the reading means for reading optical 
identification code is formed, and was formed in the card. 
[0007] 

[Example] Hereafter, one example concerning this invention is explained based on a drawing. First, the game 
equipment 3 with which the game cassette system 1 and the game cassette system 1 concerned are used 
with reference to drawing 1 is explained. Game equipment 3 consists of a main part 5 of a game machine, and 
a controller 7 connected to the main part 5 of a game machine. The ejector 1 1 for taking out the game 
cassette system I inserted in the cassette insertion mouth 9 for inserting the game cassette system 1 and 
the cassette insertion mouth 9 concerned, the reset switch 13, and the electric power switch 15 grade are 
prepared in the main part 5 of a game machine. Two or more operation switches, such as the cross-joint 
button switch 1 7 for directing operation of the character which appears in a game, and the operation button 
switches 19a and 19b, are formed in the controller 7, This controller 7 outputs a manipulate signal according 



to operation of each operation switch. Moreover, in the main part 5 of a game machine, the reading control 
circuit which controls reading of the various data recorded on the aforementioned game cassette system 1, 
the background-image formation circuit which forms a background image based on the read data concerned, 
the image formation circuit of operation which forms the picture of the character of operation based on the 
manipulate signal from the aforementioned controller 7, the microcomputer which performs overall control 
concerning advance of a game are incorporated. Moreover, the connector which is not illustrated is 
prepared in the tooth-back side of the main part 5 of a game machine, and it connects with a television 
receiver (not shown) through the cable (not shown) connected to the connector concerned. Thereby, the 
aforementioned background image and the picture of the character of operation project to a television 
receiver. 

[0008] Next, the game cassette system 1 is explained. The game cassette system 1 consists of the main part 
21 of a cassette, two or more cards 23, mini ROM (READ ONLY MEMORY)25, and a socket 27. The primary 
storage which memorized the master data of a game is built in the main part 21 of a cassette. Moreover, a bar 
code is formed in a card 23 as optical identification code, and the auxiliary data of a game is recorded by the 
bar code concerned. This bar code can be easily formed using technique, such as printing. Moreover, the 
reader 29 is formed in the transverse-plane right-hand side of the main part 21 of a cassette. This reader 29 is 
a reading means for reading the bar code formed in the aforementioned card 23. And mini ROM25 is formed 
in the transverse-plane left-hand side of the main part 21 of a cassette free [ attachment and detachment ]. 
That is, a socket 31 embeds, it is prepared in a state, and the main part 21 of a cassette is equipped with 
mini ROM25 free [ attachment and detachment ] at the main part 21 side of a cassette by inserting a socket 
27 in a socket 3 1, where a socket 27 is equipped with mini ROM25. This mini ROM25 is the storage means 
which memorized the data which extend the content of a game or can be changed. Moreover, a socket 33 is 
formed in the main part 21 bottom of a cassette, and the main part 21 of a cassette and the main part 5 of a 
game machine are electrically connected through the socket 33 concerned. 

[0009] Next, with reference to drawing 2 , the peripheral device is explained to be the internal configuration 
of the main part 21 of a cassette. Bar code detecting-element 29a, interface-circuitry 29b, the bank change 
circuit 30, a socket 3 1 , and foundations ROM37 and SRAM (STATIC RANDOM ACCESS MEMORY)39 are 
included in the main part 21 of a cassette. The reader 29 is constituted from bar code detecting-element 29a 
and interface-circuitry 29b, and the bar code formed in the card 23 is read optically, and it changes into an 
electrical signal, and outputs to the bank change circuit 30. This bank change circuit 30 is connected with 
each of a socket 3 1 and foundations ROM37 and SRAM39 while connecting with the microcomputer by the 
side of the main part 5 of a game machine. A socket 3 1 is equipped with mini ROM25, and mini ROM25 is 
connected with the bank change circuit 30 through a socket 31. Foundations ROM 37 are primary storages 
which have 256 K bytes of memory space, and memorize the master data of a game with proper baseball 
game, battle game, etc. Moreover, the various control programs for carrying out drive control of the main 
part 5 of a game machine are recorded on foundations ROM 37. SRAM39 is memory which has 64 K bytes 
of memory space, and the data of the character which appears in a game etc. are recorded. In addition, you 
may prepare separately independently the reader 29 which may form all the circuit sections in the main part 
21 of a cassette on a single printed circuit board, or changes by bar code detecting-element 29a and 
interface-circuitry 29b, and the circuit sections other than the reader 29 concerned. 

[0010] Next, an operation is explained. First, where a socket 27 is equipped with mini ROM25, the socket 27 
concerned is inserted in the socket 3 1 by the side of the main part 21 of a cassette. Thereby, the main part 
21 of a cassette is equipped with a mini ROM 25. Thus, the main part 21 of a cassette with which it was 
equipped with mini ROM25 is inserted in the cassette insertion mouth 9 by the side of the main part 5 of a 
game machine. And a game can be performed by turning on an electric power switch 1 5 and operating the 
operation switch of a controller 7. While the microcomputer by the side of the main part 5 of a game machine 
controls the bank change circuit 30 and the master data of for example, a baseball game is read from 
foundations ROM 37, the data of for example, a waging-war team are read from mini ROM25. Moreover, by 
the main part 5 of a game machine, while forming a background image based on the data by which reading 
appearance was carried out [ above-mentioned ], based on the manipulate signal from a controller 7, 
pictures of operation which are the characters, such as a pitcher and a batter, are formed. Thus, it projects 
to the television receiver which the background image or the picture of the character of operation which 
were formed do not illustrate. 

[001 1] the card 23 which corresponds here to change a baseball team's uniform « reader 29 HE 
************ „ by things, a desired uniform can be dressed and **** can be performed moreover, the 
card 23 which memorized a pitcher's speed-of-a-pitched-ball data or a batter's batting average data when 
making a pitcher or a batter change - reader 29 HE ************ „ a desired pitcher or a desired batter 
can be made to participate in a game by things moreover, other specific cards 23 -- reader 29 HE 
*******++**+.. the defense's defense force or the striking power by the side of an attack can be 
reinforced by things, without making a pitcher or a batter change 

[0012] Next, when you wish waging war with other baseball teams, mini ROM25 is exchanged. 
Consequently, the data of a desired waging-war team are read in new mini ROM25 for which it was 
exchanged, and it can be pitched against each other between this new waging-war team. In addition, in the 
above-mentioned example, although explained taking the case of the baseball game, this invention can be 
applied to a proper game, without being limited to this. For example, when the master data of a battle game is 
recorded on foundations ROM 37, a waging-war place, the waging-war method, etc. can be changed, and 
the content of a game can be made to extend by exchanging mini ROM25. Moreover, although the bar code 
was formed in the card 23 as optical identification code, this invention can consist of above-mentioned 
examples using proper optical identification codes, such as a "KARURA code", for example, without being 
limited to this. In this case, it is constituted using the KARURA code detecting element which can detect a 



KARURA code instead of bar code detecting-element 29a. Moreover, the game cassette system concerning 

this invention is applicable to proper game equipment. 

[0013] 

[Effect of the Invention] As explained above, this invention has a main part of a cassette, and this main part 
of a cassette possesses the primary storage which memorized the master data of a game. And it has the 
effect that the various games which were rich in change by the low cost can be enjoyed, without spending 
many costs on it by exchanging only cards, since the auxiliary data of a game can be easily incorporated on 
the main part of a cassette concerned by reading the optical identification code which the reading means for 
reading optical identification code is formed, and was formed in the card. Moreover, since the 
above-mentioned optical identification code can be easily formed using technique, such as printing, 
without requiring a special facility, it is a low cost and it has the effect that various cards can be offered for 
a short period of time. 

PRIOR ART 

[Description of the Prior Art] In the conventional game machine, it can be equipped now with various game 
cassettes free [ attachment and detachment ], it can equip with a desired game cassette, and a game can be 
enjoyed. Inside the above-mentioned game cassette, if semiconductor memory is provided as a storage 
which memorized the contents of a game and a game machine is equipped with a game cassette, data will be 
read in semiconductor memory based on control of the microcomputer by the side of a game machine. A 
game will advance based on the data read in this semiconductor memory. 



